Inkorpotared
Gamers Ko.

Design Document for:

ik

Mind Blowing Art and Stunning Gameplay

“And | mean it!"™

All work Copyright ©2009 by Inkorporated Gamers Ko.
Written by Amanda Chaffin and Daniel Sabo
Version # 1.00

Thursday, Febuary 5, 2009

Copyright (C) 2009 Inkorporated Gamers Ko.



Table of Contents

Design History
Version 1.10
Version 2.00
Version 2.10
Game Overview
Philosophy
Philosophical point
Common Questions
What is the game?
Why create this game?
Where does the game take place?
What do | control?
What is the main focus?
What's different?
Feature Set
General Features
Gameplay
Gameplay Modes
The Game World — R-GW
Overview
Objects
Key Locations
Travel
Scale
Time
Game Engine
Overview
Tile Engine
World Editing
Event System
Resource Manager
Sound System
Water
Collision Detection

O©COOWoowwwMwOw~N~N~N~N~NNNOOOOOOOD Tk, bphD

Rendering System 10
Overview 10
2D/3D Rendering 10
Camera 10
SpriteSheets 10
Animation 10

The World Layout 11
Overview 11
World Map 11
World Puzzles 11

Game Characters 12
Player Characters 12
Enemies and Monsters 12

User Interface 13
Overview 13
Character Image 13

Copyright (C) 2009 Inkorporated Gamers Ko. 2



Health 13
Timer 13
Weapons 14
Overview 14
The Gravity Gun 14
The Mortar 14
Musical Scores and Sound Effects 15
Overview 15
Background Theme 15
Sound Effects List (R-MS-SE) 15
Single-Player Game 16
Overview 16
Single Player Game Play 16
Story 16
Hours of Gameplay 16
Victory Conditions 16
Appendix | — World Layout 17
Copyright (C) 2009 Inkorporated Gamers Ko. 3



Design History

This is a brief explanation of the history of tdiscument. We have added this section to the
document to allow us to track the changes thatawve imade to the document since its inception. We
anticipate that, while most of the changes aregytorbe minor, there will be several iterationgto$
document before we deliver the final product.

Version 1.10

Version 1.10 includes some tuning and tweaking It after making my initial pass at the
design. Here is what | changed.

1. Rewrite of the philosophy section

2. Integrated the Table of Content into Word formatlioking purposes.

3. Refined a couple of the sections to include someeraalient points in the game in a more
concise fashion.

Version 2.00

Version 2.00 is the first version of the desigrewegha major revision has been made now that
much more is known about the game. After many $iofidesign, many decisions have been made. Most
of these large design decisions are now reflectedis document.

Included in the changes are:

1. Added the details of the puzzles.
2. Added in the technical requirements for the TDD.
3. Story details.
4. World layout and design.
Version 2.10

Some more tuning and tweaking
Included in the changes are:
1. Reformatted some of the headers.

2. Redid some of the technical requirements.
3. Rewrote part of the philosophy section.
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Game Overview
Philosophy

It's nuts... it's crazy... it'sit'sit'’s....... surreallUsing crazy tools to manipulate the crazy worldjéo
past crazy puzzles with your bat, who's crazy.c@irse, that's just the game play.

Philosophical point

Surreal is a classic 2D side scroller with a moduwiist, as evidenced by the surrealistic art style
and the ambient musical stylings of the game desgyn Trust nothing. Especially not your eyete T
game is designed to run on the PC and port to Bec860. On the PC, players can use an Xbox
controller if they choose to do so.

Common Questions
What is the game?

2D side scroller plat former/shooter/puzzle withGR&lements.
Why create this game?

We wanted to create a game that harkened backrie slassic games (Super Mario Brothers, The
Legend of Zelda) but still with an innovative twist

Where does the game take place?
In Surreality, which happens to be a bizarre wthilit has congealed into a plane of chaotic order.

What do | control?

You control “Dude” a stick person lost within tHenension of Surreality. You have a companion
“Teh Bat” who aids you when he is not screwing gthling up by ruining parts of the puzzles.

What is the main focus?

Battling through a world the programmers’ sublialiminds of childhood issues brought upon by
violent videogames and domineering parents an@moagh pixie sticks. Besides that, the objechef t
game is to traverse through the game world, soltheguzzles before meeting a final boss at the end
whom you will battle for world domination.

What's different?

The art style, as evidenced by the name of the geserrealistic, allowing us to add a Modern
look and feel to a classic game style. The ambiargical stylings, with the influences of Modernsim
also lend a Modern feel to the game. In additiba,player can use the game objects in the game;
however, some of those game objects will not alvmjsave as expected.
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Feature Set

General Features

2d World

Intractable game objects
Stick people

Cool sound effects

Gameplay

Shooting game objects

Shooting the gravity gun

Navigating with gravitational spheres
Dealing with “Teh Bat”

Jumping

Running

Falling

Flying with “Teh Bat”

Puzzle solving

Demolishing the enemy

Gameplay Modes

Race against the clock
Sandbox
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The Game World — R-GW

Overview

In Surreality, a world of bizarre awesomeness tiagtcongealed into a plane of chaotic order for
its own nefarious purposes. The basic world, h@rgg a simple 2D side scrolling worlg-G\W-1)
based on a tile engirie-G\W-2).

Objects

Gravitational Orbs: Dense masses of gravitation that suck the playelliowing them to leap
from one orb to another, crossing large expansesdéssaryR-G\W-3). Each gravitational orb will have
its own rotation R-G\W-4) so that, when the player makes contact with the they will be flung off in the
direction that the rotation takes theminG\W-5). You might end up where you want to be but, then
again, you might not.

Interactive game objects:Squares, circles, triangles, water droplets, aetingées that the player
can use to overcome obstacles and challenges wieghlayer can use with toGk-G\W-€) or, later, with
his/her bodyR-GW-7). With the basic geometric shapes, the playersdodd stairs, for example, to
climb up to the next level if they cannot jump higlough/R-G\W-8).

Tomato: The health pack for the main charac¢terG\W-9). “Teh Bat” is always attracted to the
tomatoes and will always leave “Dude’s” side tofgothe tomato as soon as he notices the tomédtwein
world view (R-G\W-10)

Key Locations

At specified ‘event locations’ the game will pregs the storyline for the players. The gravity
orbs are also key locations in the world that d¢ffee player's movement, as described in the Ofject
section. Puzzles are also key locations of whezgtayers need to use the interactive game ohpects
“Teh Bat” when the player can use the gravitatiapal on him There are also two caves in the gathe —
first is where the player collects “Teh Bat” ané #econd is where the player finds “Teh Bat” dfieruns
off after a tomato. Please refer to World SpaceltMBuzzles section for details on the puzzleseRif
Gravity Gun section in the Weapons section X| dretomato in section V.

Travel

Players can walk at a set walk speed (TB®)G\W-11) fly with “Teh Bat” for 2 secondsR-
GW-12), and jump at a set height of 2 tilés-G\W-13)

Scale
7 screens of 1024 by 768 pixéls-G\W-14) Tiles are 32 by 32 pixe[&®-GW-15)

Time
You have 5 min to beat the level in race agaimstdock modeR-G\W-16. In sandbox mode
there is no timéR-G\W-17).
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Game Engine

Overview

The game engine controls the main game loop fogdme, the workings of the game world to
include on screen (game objects, the player charasic) and off screen programming (physics, siolti,
Al, etc). The game engine includes the tile enginésE-1-5) world editing(R-GE-6-9) the event system
(R-GE-10-15) the resource managgét-GE-16-18) sound systertR-GE-17-19) water R-GE-20-22) and
collision detectionfR-GE-23)

Tile Engine

The tile engine is an array based tile engiesE-1)using 7 screens of 1024 by 768 pixels
GE-2). Tiles are 32 by 32 pixel®-GE-3).The world is comprised of two tiles sets - thekggound
image and the actual levgt-GE-4, 5)

World Editing

Maps are hand drawn with a tablet and saved inpGitnGE-6) Preloaded maps in XNA made
from mappy(R-GE-7) Mappy takes a graphic and converts it into tis#®wing us to create the world
with the provided tile sefR-GE-8) It also creates the underlying array structinech we can use for
collision detection with the level which will bedded from flat text filesR-GE-9)

Event System

The event system has four types of events (enuetebelow) R-GE-10)that it will fire in the
game when the trigger conditions for the eventnaeg(R-GE-11) All of the events data and trigger
conditions are stored in an XML file that is loadgzbn gamel.load conten{-XML-2). The event
system also controls the current game conditiotasi¢soard evaluatoR-GE-12)and the current game
conditions triggers can be changed by any patt@EngingR-GE-13) i.e. from a collision with a game
object(R-GE-13a) a time on the clockr-GE-13b) and from other events being firéd-GE-13c)

AlEvent - Moves the Al to a preset locatiOR-GE-10a)or changes the Al's state in the state
machine(R-GE-10b)

HUDEvent —Add (R-GE-10c) remove(R-GE-10d) replace images or text on the HUBR-
GE-10e)

DialogueEvent- Runs a preset dialogue with a speaker and a greé$sathe desired amount
of on screen timér-GE-10f)

LevelChangeEvent- Calls the level change for the gaffie GE-10g) which will flush the
previous level's data from the systémGE-14)and load a new levéR-GE-15)

Resource Manager

The resource manager controls the game reso(®ees--16)that the player or the Al
can use in the gam&-GE-17) All resources in the game will be loaded XNR-XML-3),
however, we will be able to load in others via éivent systeniR-GE-18)
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Squares, triangles, and circlésGE-16a)
Water DropletsR-GE-16b)
Tomatoes (healthjR-GE-16c¢)

Sound System

XNA has sound capabilities built in and we will ate a sound managér-GE-17)that will
control the audio in the game to include the thepmgs and any sound effe¢ts GE-18,19) To see a
complete list of the proposed sound effects anch#d®e please refer to the Musical Score and Souiedtsf
Section.

Water

When the player shoots the water dropietsSE-20)in the water puzzle, the water shall fill the
pit of spikesR-GE-21) Once the level of the water reaches the heifjthiteoplayer’s feet, the water shall
‘harden,’ allowing the player to cross saféiy GE-22)

Collision Detection

Collision (R-GE-23)will be handled in the game object parent classE-23a)which means that
each object will call the parent class to deterngioiéision. This will allow us to inherit collisiminto each
game object to insure that all game objects reeittd same manner throughout the gaméE-23b)
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Rendering System

Overview

2D side scrollefR-G\W-1)where the viewport of the game is the size of tloaitor according to
the specifications on the local machine's grapharsl(R-RS-1).

2D/3D Rendering

We will be using the built-in graphics rendeririggdine provided by the XNA game development
platform(R-RS-2) All game objects shall use tBrawableGameComponefit-RS-3)

Camera

A simplistic game camera with minimal functionalify-RS-4) The camera shall be fixed to the
player charactefR-RS-5)and also will be centered over the characterl dina¢s(R-RS-6)

SpriteSheets

All game objects that need to draw to the scredinusgé the spritesheet that we will build for the
game(R-GE-7) The spritesheet will contain the information ehee to draw the sprite, i.e. the location of
the image, the height and width of the sprite, tiedcount for the animatioriB-GE-8) By using a single
spritesheet class, draw calls in the objects themsare vastly simplified.

Animation

The animation system in the game will consist af tmain classes that all of the game objects can
include in their draw call§R-GE-9,10) A dictionary of animations will be loaded vixt files and given
appropriate names for calls in the cgeeGE-10a) The text files will consist of the number ofritas
needed for the animation, the location of the eprib be used, the body box, and the offset, iéswary
(R-GE-10b) Each game object will be responsible for hargifts own animation calls to the systém-
GE-11) however, the system will handle the rgstGE-10c) The secondary class will impliment an
animation object that will house all componentsiefanimatior{R-GE-10d) and it will process requests
relevant to animation loading, iterating, closifgGE-10e-g)
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The World Layout

Overview

A world winding though a twisted reality that peshyou away from your goal and then spirals
you back to it. Traveling through the world, ydmast reach your goal when a trap breaks and causes
to go in a spiral to get to the end. The worldésigned to create the most surrealistic feel ptessihile,
at the same time, pushing the player in the diveatie want them to gé2-\W_L-1). There are 6 puzzles in
the game that the player must surmount in ordgetdo the next sectigiiR-\WL-2).

World Map
Refer to Appendix I(R-WL-3)

World Puzzles

The seven puzzles in the game are specificalligded in order to make the player make the most
of his surroundings and the game environment iriota pass to the next par-\WL-4).

The ‘Tetris’ puzzle - the player has to build arsiase using the gravitational gun, the mortar, or
his body to move the blocks so that he can jumfpupe next levelR-\WL-5).

‘Teh Bat’ Cave — the player must locate, colleat] ase the gravitational gun on ‘Teh Bat’ in
order to fly up to the next levéR-\WL-6).

The ‘Orb’ puzzle — the player has to jump from tolorb, allowing the gravity of the orb to catch
him in mid-flight and the rotation of the orb tadkv him in the right directioiR-\WL-7).

‘Teh Bat Oops’ puzzle — while trying to be helpfilieh Bat’ knocks down one of the orbs the
player needs to jump on, causing the player todia¥n to the next levéR-\WL-8).

The Water puzzle — the player must shoot down elmevager droplets to fill a hole in the ground
that he can traverse(iR-\WL-9).

Second ‘Orb’ puzzle (R-WL-10).

The ‘Other Bat’ Cave puzzle — annoyed at Dudeh‘Bat’ flies off into a cave and Dude must
rescue ‘Teh Bat' from the clutches of the othdslaside the caver-\WL-11).

The Final Battle — the player must defeat the Fjy@paghetti Monster in a battle to the death
WL-12).
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Game Characters

Player Characters

There are two characters “Dudg-GC-1)and “Teh Bat"(R-GC-2)

Dude is a stick figure from the Stick Figure clafie has been chosen to find and stop the Flying
Spaghetti Monster before the Flying Spaghetti Mensbnsumes all of the tomatoes in the land.
Fortunately, Dude has the aid of his pseudo vanigtdriend, “Teh Bat” to aid him in this endeavan,
endeavor that might just cost him his life. Wellmaybe just his friendship with “Teh Bat” as the
hungrier “Teh Bat” gets, the more likely he is &t Bude.

Dude has the ability to wallkk-GC-1a) jump (R-GC-1b) and move objects around with his body,
the gravitational gun, or the morta-GC-1c) If the player grabs “Teh Bat” with a gravity guhe player
can fly for 2 second&R-GC-1d)

“Teh Bat” is a friend of Dude and who elected toam the quest with Dude. “Teh Bat” wants to
help Dude keep “Teh Bat's” bat people supplied wdtimato juice so that they will not break the tyeat
with the Stick People. “Teh Bat” thinks that tomed taste way better than Stick People blood anyway

Enemies and Monsters

Crawlers: wiggling spaghetti that crawls on theugrd(R-GC-3)

Bouncers: bouncing meat balls-GC-4)

Vampire bats: bats that reverted to their origstate and fly around seeking Stick People blood
(R-GC-5)

Flying Spaghetti Monster: the boss (PhEaR his hoappendages)R-GC-6)
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User Interface

Overview

The HUD shows at all timg&-Ul-1), is loaded via XML(R-XML-4) to a preset resolution
(1280x1024)R-UI-2), is resized in codgr-Ul-3) and is setup with a character imageUl-4). It also has
a health bafR-UI-5) and a timefR-UI-6).

Character Image

An animated icoriR-Ul-4a) showing the character’s face and his emotion&t staring game
play (R-Ul-4b-d). If the player is doing well, the icon will refiethis as well as reflecting the fact that
some of the choices might not be the best ondsigame. However, as in all things in Surreatitg,icon
may or may not lie to the player.

Health

A bar that shows your health percentage by desrgdbe amount of tomato juice the player has
(R-UI-5). This is the one thing in the game that will nelieeto the player.

Timer

A countdown clock based on XNA’s game tifie UI-6). Oh, ok, so there are two things that will
not lie.
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Weapons

Overview
The weapons are the gravity giir\W-1) and the mortafR-\W-2).
The Gravity Gun

The gravity gun will allow the player to pick uprga objectsR-\W-1a) enemiegR-\W-1b), and
“Teh Bat” (R-W-1c). Right click on the mouse or left trigger on twntroller will fire the weapon in the
direction the player indicate@R-\W-1d). If the player uses the gun on the game objdutsplayer will be
allowed to move the object to his/her chosen dastin (R-\W-1e) If the player picks up an enemy, he/she
can throw the enemy away from his/her positign//-1f). If the player selects “Teh Bat,” he/she will be
granted the ability to fly to a preset locationtwiTeh Bat”(R-\W-1q).

The Mortar

The player can use the mortar as a normal pragestiapon in video gamés-\W-2a) Left click
on the mouse or right trigger on the controlled fiie the weapon in the direction the player iraded.
The projectiles will cause game objects to falhirpreset locationg§:-\W-2b)and also deal damage to all
enemies in the gam&-\W-2c).
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Musical Scores and Sound Effects

Overview

The game will have two basic types of sound, thsioal score playing as background musie
MS-1) and sound effects-MS-2)that are fired based upon the play€RsMS-2a) the enemies’R-MS-
2b), “Teh Bat's” actiongR-MS-2c) or randomly(R-MS-2d) Designed to enhance the feeling of the
world as well as to help immerse the player inegame, the music is in the Ambient gefiteVIS-6) and
soothes the player into the direction we want themo. You might want to not trust some of thersbu
effects, however, as they can lead you astray.

Background Theme

Heartbeat.wayR-MS-3)— drawing inspiration from Final Fantasy VIIBattle of Dollettheme,
we will use the same intro (with heartbeats instefadohse drums) and go for a lighter feel to trst of the
piece. It will be created with a Modern Ambienglféo it while still giving a nod to one of the gtest
musical masterminds in the video gaming industry.

Sound Effects List

The bat noises:(R-MS-4)
wings flapping: something subtle and not too anngyi
bat squeaking noise
shaking noise... character can grab and shakeathe b
a bat "Yo" sound... kind of like Navi from Zeldatbaostead of saying "hey hey hey" the bat says
yo.

Player: (R-MS-5)
running noise
jumping noise
landing noise
shoot gravity gun/grabber
shoot projectiles
projectiles explode
picking up item

Objects: (R-MS-6)
falling
landing
splash
gravity noise

Enemies:(R-MS-7)
bouncing noise
dying noise
walking noise
another flapping noise.. preferable a little diffier from the original flapping noise
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Single-Player Game

Overview

The player wanders through the world of Surreasitving puzzles and challenges while fending
off the enemies that swoop down from above or &athaanm below.

Single Player Game Play

The gameplay is a myriad conglomeration of elesmentsisting of the player using the game
objects to get from point a to point b and to sahepuzzles in between. Players can walk, jumg, a
move objects around with their body, the gravitaéil gun, or the mortar . Gravitational orbs carubed
to cross vast expanses of terrain . “Teh Bat"aan help the player fly from one point to anothet not
necessarily to the point that the player actuaiyis to go.

Story

Once upon a time, in a land not yet nameslyimpire bat clan used to suck only the freshebtaost
vitamin enriched stick people blood, however, aftgreat long war, a treaty was signed that allotived
stick people to live in harmony (and not deathwite vampire bat clan in the most wondrous land of
Surreality. Henceforth, the vampire bats wouldéferred to as pseudo vampire bats and the pseudo
vampire bats would only consume the vibrant andmyntand some of them liked it way better anyway)
blood of the tomatoes.

Present day Surreality, where tomatoes are thamnettife, has been overrun by the Flying Spaghett
Monster. The Flying Spaghetti Monster is assintitathe world’s tomatoes supply, decimating therbga
pseudo-vampire bat population. Thus, the pseudwmira bats, in order not to break the treaty butilb
maintain their very existence, began to dine upenstick men once more.

You (Dude) must SAVE your people from the ravagethe not so pseudo vampire bats and your own
life...oh, and your bat...is there anything else? @aradd something here? Ok cool. Go forth and
conquer the Flying Spaghetti Monster, oh chosen one

Hours of Gameplay
The first level should take 5 minutes to bgatSPG-1)
Victory Conditions

Beat the bos&r-SPG-2) the Flying Spaghetti Monster, and get to the @frithe level within 5
minutes or leséR-SPG-3) Defeat all puzzle€R-SPG-4).
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Appendix | — World Layout
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Thank you for reading
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